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QUEST & EXPLORATION GUIDEBOOK 





this ancient grimoire 


of lore and Knowledge of 
days afore... Study 
these runes and learn 
ye these ciphers-and 
mayhap ye shall solve 
the riddle of the Faery 
Tale Adventure... 
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Section 1 

A —Circle erf Staves #-2-» 

B —IDrcufoiv S CcLv~e. XVitlviu Lies tfte /Viatic WcuvcL 
and Treasure. 



Circle of Stones 



IDrcufons Cave 


tc CO 






Section 2 

Well geerjde/ cfness voheet? Tfvere is northing here, yem 
nuvy eneounter montsters or yen ,t movyfnd treasure, 
^ru. might alscr enoonenter a great deal of (rerredernv- 
That s the griee erne gays for adventure. 
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Section 3 

A— Cr^staL VaLevee. Here, resides tirve, Sirrceress • 
B — Circle, of Starve, #3. 

C—CacLSt Kee^r. 
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Section 4 


A—Circle crj- Stomps #x. 

B —Circle irf Stimes #q~- 

C—A Cclxt^. A vltclV ter nxrnrftere,. 

D—A C^Lv^e. A vir^y cmtjrcmv t/ie ctyeio^asul rnjozj^. 
E — Quio^s clwcL, It is a- trio(c£ en±ra^ce. 

T—SJcrrtft Ke^fo. 

G — TLtrt/e VcrinJt. 



KeefL 
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Section 5 


A—A eaxre. A vtra^ out err irv- 
B — A acLxrc-. A vtra,^ w or erect. 

C—The Witahes Castle.. Within, resides the.Witc.h- 
She. holds the. /Haxfie Lasso. “Ner trespassing- 
Vierlaterrs void (rererme ter ads - 
D—Circle. erf Stemes #5 • 

E— Live. Ogres T)erc- Treasure crew (rejxrecnd here1. 

F— Qleede Keep. This Keep- is usurdJ^jull erf Treasure. 1 . 
Q—Westho(d Keep-. 
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Section 6 

A—Aw OicL Tcrgotkzn, Shrine.. . nxrthiruf A^ere. 

B— Circle oj- Stomps #J • 

C—Aw Oasis • 



Circle, oj' Starves 



Oasis 
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Section 7 


A —Rost 

B—An. iscrLatexL aabin calLeei Snram^ Cabin . 

C—An. Oasis* 

T)—A cerbbiesterne dieunemei. Witfiin it stands a. 

vaisemcen wbier bees vwrrds erfvLrisderrn tergixre^ ter ycne. 
E— JLakjeside, Keejr. 



Oasis 



■tocj Cabin 


KeeJ. 2. 
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Section Q 

A^—Rcrcui’S Inn* 

B —XVayj-arer s Inn- 
C—RLrer Knw Inn - 
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Section 9 


A-CUffKejL£. 

15—Circle- oj- Starves #6* 

C—Xlve- cxt£ cj-^arnJrry. A- plrtc-e ta rest and- stac-IL itp. art 

Sitp-plies- 

T)—A- Gretae^ard. Are- LaakjLruf jar ctjlxflvtl ID a it 

liere-! 


E—A [ir^ c-adrin- 


l 



Keep- 



Circle- oj Stones 




Cocf Calrin 
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Section 10 

A—T^e VcrmiLLurn /VLanerr. 

B —^^^l,e,^A/aJzo(vt^rnrzr. A Ll rruf wa^ ter travcL, (net, vt ritfiirv 
Lies cl vltcl^ ter cross tfee croexere* 



Vermillunv /Vianerr 



Watch, ~Tcrwer 




























Section H 


A—Art Oasis . 

B—Art outtyintf jxrrtress calLexL T>esert Fortress 
C— Circle oj- Starves #&• 



Oasis 
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Section 12 


Ac&C—/W Oasis* 

B — Tfve, Ctt^ of A.z~aL. 

'DcSchL—'Dark, Stcme. lumrer. 
E/F/G<&L —JLaxra Bits* 



Oasis 





22 




















Section 13 


A—T/t-t Tombs oJ-Henvsatk-- 
B —/VLcn^ntairv Fart (An- Old- Castle,). 



Tombs oj-tLemsaibl 
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Section 14 



A —Circle erj- Stenves #/)• 

B —Cl^ fo/VLarUxirrv* A jfoaee ter rest, sterelL wp errv 
Supplies / and, fond treasure,* 

C,V>,t,G(ScK-OLd Lap Calrins. 

1—CircLe cfo Starves #ro. 

J—Hfve Soared Shrirve crflPeapLe Wfva hLaxre Qcrrve 
Before. T fve, SWrirve is guarded (r£ idve 1 Drearrv 
Knifovt. 

K—Tarbidderv Keep. Within, is a damseL irv distress ’ 
tfY atv cuuv Scare her fern wild reeeire treasures ter aid 
ycne errv ^our 


yk". 4 


m 

Circle erf Stones 


/Vtartieirn 



Forbidden Keep- 
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Section 15 


A^ — Ba^sici^ CcLStie.. 
B&C—JLcrcf CaJriy^. 
U—l^crnd^' K.ee^. 




■Ltrcf Cabin, 
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Section 16 

A—Vark. Sttrne. Tower. 

B—Swan, Lsie.. Here. Lives tfie. QoLlen Swan- 
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Section 17 


A—Laura, Pits* 

B—T/^e Citxulel. oj-T)crcmv* Tfte Evol N exircmxxuvc,er Cures 




Live CitaxleL crfUcrcmt 
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Section IS 


A.—JLa.va. Pits- 
B—Circle erf Starves #ri. 




Circle, trf Sttrnes 
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Section 19 

A—An, aid castle, called. Wilderness Fart. 
B—An, aid Lrcf calxin,. 
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Section 20 

A—An. o-LcL Lrcf aaJrin- 
B—SeM. Haiti (Castled • 



Lircf Calritv 
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magical Items 


The- QLass Vials 



Glass Vials are. useful jar increasing Low 
vitality points* Drinhthem ajter or daring a 
battle. Drinking Vials vi rilL sometimes help 
ter cdlayjcLtigue err hunger jor a short while u 
Do not use. the Vials jyour vitality forints 
are. alrove x /3 cj your bravery joints* the. 
Vials are. useless at that time.* Keep a good 
S ter ah. ojthem available. Vials can. be. 
purchased at your (oaal Inn and are. ojten 
jound ern the. berdies oj S heleterns and Ogres * 


‘The. Green Jewels 

Green Jewels cure, usejuljor Lighting the. 
dark^ A. Green Jewel can be used alemg with, 
a. Bird totem/ (in that order)/ jyou are Lost 
and traveling at night* It is also usejul 
when you arejighting at night* Green 
Jewels cannot be purchased* Jewels can be 
jound only on the, berdies oj S keletons or as 
treasures* 

the. Bird tertems 

Bird totems are usejul as you are ' 
here symJroLs* Bird totems are cl 
great help ter youjinding Your goal. 
Keep- in mind that the. Bird tertem 
does not clLwclYS center you cnv the 
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computer screen* It is ojten an indication that You are 
near serrnething interesting j the. tertem shows you oear 
the edge erjthe screen* Bird tertems are verY usejul when 
traveling through the Grimwererd /VLaees and can be 
purchased at Your Local Inn at a high price . theY are ejten 
jerund ern the berdies ojjoes or in seemingLY emptY 
buildings* Bird tertems do not work, undergrerund* 



the. Jade Skulls 

Jade Skulls are used jor killing Your joes* 
Jade Skulls are especiallY usejuljor 
killing grerups ej attacking wraiths or 
Lrerwmen (nastY critters)* Jade Skulls 
cannot be purchased* theY can be jerund 
only in the remains ejsome wraiths or as 
treasure. 


the Gdd Kings 


Gold Kings are used to momentarily stop- time* 
Jon can./ jor example/ use. a Gold King to stop 
Your opponent when being attacked* While 
Your opponent is jrozen in time you may take 
his weapon/ then/ when the King wears erjj / 
kill him * * * with his erwn weapon! this is a 


great way to accpure a sword, you will 
dejnitely need a sword* you cannot kill 
something when it has been stopped in time. 
Gold Kings are also usejuljor stopping the 
Dragon* you can then walk, past her into her 
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cave to $ ear chfor the /Wo^ic Wcuvd,* Kemrrnber, ^trtc will 
need another King to stop. the Dragon on ^our way out of 
the cave.. It is possible to get out: of the cave, without using 
a Gold, King* you have txr carefully pla ^ “dodge 'em! voith 
the, Dragon S fire bolts* 



the, Cystal Orbs 

Crystal. Orbs are used, to find hidden 
dxrors in the, ‘Tombs ofHemsath* 
there/ the. Orbs are a definite help. txr 
^ou finding both cl golden statue and, 
a bone,. 


ttie Blue Stones 


Blue Stones are used, to transport £ou 
from, one King of Stones to anothery 
defending on what direction Yg 1 ^ are 
facing* the Stones are a help, for 
getting clctoss the country cpiichly 
T here is a, ‘Stone King Directorf Later 
in the booh. 



- 
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Special 

magical Stems 


~Ctve, ShdL 



'The Shell is used to call the Sea turtle 
whxr will tahe Ygu anywhere Ygu want to 
go via direct water route. She will not 
come f Ygu are unhind and Y 01 ^ (UXJr t lose 
the Shell ifyg 1 ' 1 ' ^ 'onhind deeds* the 
Shell can be found in the AA/atchtower at 
the eastern edge of Holm,/ or/ the Shell 
may be given to Ygu ly the Sea turtle in 
return for saving her eggs at turtle Point. 


Tk^Wand. 

the Wand is the most 
pxrwerful weapon and 
projects bolts of dragon 
fre. It can be found in the 
Dragon s Gave/ Yg*' will 
need it! 




the Sunstcrne, 

the Suns tone is used to mahe the 
Witch of the Grimwoods vulnerable to 
attach, you can accptire the S unstone 
enty ly defeating the Dream Knight. 
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Lite, /Vtagic, Lasscr 


Live Lasscr is used, to catch the G olden 
Swan who canfiy almost anywhere yen t, 
want to go via, air. Lasso- is (veld (ry 

the Witch of the Coimwoods • 


T/^e Rose 

Live, Rcrse, allows you ter crcrss the Lahe of 
Eire without harm* Live, Rose, can (re found 
in tlve. Hidden, City of Acal. 




Lite, 3 arte 

It is tlve. Bane, of tlve. Ancient King* tfyou 
find it, (in Henvsatdvs Lomir) / gioe it tor the. 
Spectre. He, will (re, waiting for you in the, 
ctypt/ in, the, graveyard/ at midntyllt. He, 
alsa wants the, Evil Necromancer dead. He, 
will [five, you, some, assistance, there,. 


Live, Crystal Shard 

Live, Slvard helps you to crass the, energy 
(rarrier in the. Evil N ecrornancers castle,/ 
the Citadel of \D com,. 



Compliment of 
Characters 


lire S 


ea. 


‘Turtle, 


Site, can (refirund near her 
eggs at Lurtie Faint or/ s he 
can (re called try the Shell/ 
found in the \Vatchtower. 
Live Sea, Lurtie will tahe 
you, anywhere you want ta 
ga in a, direct ocean route. 
Rernemlrer/ she reacts well 
to hindness • 



Live, Snahes 



Live snahes can (re encountered 
in the swamp or atLurtle Faint 
trying to destroy the SexvLurtLe 
eggs * Llvey arc Lethal fy°u are 
fust starting out if your 
(rracery joints are aery high/ 
along with high vitality 
points/ the snahes will not (re 
aide to hill you* So/ f you feel 
Lihe ignoring them/ you may 
end u,p with a pach of snahes 
following you around lihe silly 

< % 5 - 
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The. Sorceress 

She. Lives within, the. Crystal 
Vabcuce. S he- is the. heeler of one 
of the- Godden Statuses* fy 0 ^ 
are, down cm ycrur Inch/ hoove, a, 
word err twer with her. yem wiLL 
(re. surprised, cut what haggens* 


The 'Dragon, 

yem wilL need ter use. cl Gold 
King ter get frost her inter her 
cave'.. In, her carve. Lies the. 
/Vtagic Wcuvd. Keeg ire mind 
that yon Id need another Gold 
King ter get erut of the. carve,, if 
yon are. (rrave, (some werudd c-aiL 
it frerLish)/ yem oan time, the 
TDragonS LrLasts cured try ter 
move f*-ast cured (retween them, 
witherut using a. Godd King. It 
caxre (re. done. 



0 
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Thu Witch 


She. resides in a. castle cut the. c,enter of 
the. Grirnwererds • To get there. yon mMSt 
gcr threrugh cun nnderground gas sage.. 
She. herids the, magic JLasscr which is 
used ter ca.gture the. Gcr (den Swan, yon 
wild need the, Sunsteme ter render her 



vulnerable. She. herids cl gowerfud (ream 
of Light that hills Y avt very dead. The 
Suns tone mauhes it scr that the. Witch 
c.an only gcr remnd and ronnd with the. 
(ream, in a, rhythm, yon can then/ dart 
in/ km her and grab the, Tasso. 


Tluc Golden Swan 



The Golden Swan can (re 
found on (what else.?)/ 
Swan IsLe. It Lies 
southwest on the. rncug. 
The Swan can tahe yon 
almost anywhere in hLoLm 
via. air. ybn will need the. 
magic Tasso to catch her. 
The. Swan moves very fast 
and it tabes graetice to 
control her. 


42 












tfie Urexunv Knixffit 

‘Tlve, Dream Knfoht gmarcLs the, Soared 
S hrine erfIPeo^le Who Haoe Geme B efore. 
Ke holds the, Sunstone. Hhe Shrine is 
hidden in the, rnxruntains seruth erf 
/VLarheim- 




the. Wraith 

Itndead Badforis- "They 
are difoiault to hill and 
extern harder ter rum awa^ 
foam- lj- you are cfooh , ytru 
cam ‘ tahe Jrerm them, as 
ycru hilL them- Hhat way 
2^cm. may <yet (rooty foam 
them- Otherwise a. large 
jreroentage erf them 
cfoohlyfoda away 


The, Skeleton 

Hhe. sheletons cure, rather simple 
(steeled) creatures. Hhey are easily 
hilled- Hhe, S heletons are efoen found 
carrying Giass Vials err Green Jewels- 
yern may nert want ter try' hilling all 
(rut erne, and ygu 11 find that he 11 
efiase you everywhere... s Lowly. Extern 
rerund and rerumd a, (nish- they have 
a, [united attention sgam and they 
often (rumjy into walls - 




T fie \Viseman 


Ti fie wisemem fiaxre 
cryptic werrds t f 
wisdom to jrass 
on to you- 


the, Ranger 


T fie Rangers airway's have oery 
useful information- Halle ter tfvem 
wfien Yycc see them- 




the, Beggar 

B egg ars cam (re confused wi th 

vims emem - - - efcoegtferr their attire and 

constant yelling for alms- 
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the, Ogre, 

Aten n-, gre^Y/ “tffy' 

&nxl turuxflt, tvert txr rtvcnixxrn- 

'*ek- 

the, CfCrtrii^v 
Bonmtoi, 


Wirt c^julte 05 05 crcp^cs, (net (re. 

careful, their arrows are jeer more 

deadly* 




the SfzicLer 


your (rest (ret at kidlnfi these 
critters is txr allow- them txr 
practically crawl rifiht ore to 
yon. yore caret really (dll them, 
lentil they are. tleat close txr yon. 


the Evil Necromancer 


So, who do 2 Am thlnhfpces iejx all those 
wounded Ofires and raises all those 
undead Sheletons andWralths? Where 
lo you, thlnh the Evil Horde fiets their 
enxlless Snp^ply of swords, rnxeces, dirhs 
and (rows ? Wh^/ from, the. Evil 
Necromancer of course. It s ce dirty po(r, 
(rut he IIroes it. hies the one who txroh 
your talisman! 



Weapons 


Dirh 



SwtrrcL 




Bow and Quiver of Arrows 







Stone Ring 
Directory 


YOU ARE AT YOU ARE AT 


IsLe. oj Sorcery (i) 

6 ncrnr /VLort-nirirns (i-) 

FACING 

POINT OF ARRIVAL 

FACING 

POINT OF ARRIVAL 

WEST 

BURNING WASTE (8) 

WEST 

WEST OF GRIMWOOD (4) 

NORTH WEST 

SNOW MOUNTAINS (2) 

NORTH WEST 

GREAT BOG (7) 

NORTH 

GREAT BOG (7) 

NORTH 

TAMBRY (6) 

NORTH EAST 

TAMBRY (6) 

NORTH EAST 

LAKE OF DREAMS (3) 

EAST 

LAKE OF DREAMS (3) 

EAST 

VALLEY (9) 

SOUTH EAST 

VALLEY (9) 

SOUTH EAST 

RIVER (10) 

SOUTH 

RIVER (10) 

SOUTH 

SOUTH (11) 

SOUTH WEST 

SOUTH (11) 

SOUTH WEST 

BURNING WASTE (8) 

YOU ARE AT 

YOU ARE AT 

JLcukjc ojTDreumts (3) 

West oj- GrirriMrcrcrcL (q.) 

FACING 

POINT OF ARRIVAL 

FACING 

POINT OF ARRIVAL 

WEST 

SNOW MOUNTAINS (2) 

WEST 

RIVER (10) 

NORTH WEST 

VALLEY (9) 

NORTH WEST 

EAST OF GRIMWOOD (5) 

NORTH 

RIVER (10) 

NORTH 

ISLE OF SORCERY (1) 

NORTH EAST 

SOUTH (11) 

NORTH EAST 

SNOW MOUNTAINS (2) 

EAST 

BURNING WASTE (8) 

EAST 

GREAT BOG (7) 

SOUTH EAST 

WEST OF GRIMWOOD (4) 

SOUTHEAST 

TAMBRY (6) 

SOUTH 

EAST OF GRIMWOOD (5) 

SOUTH 

LAKE OF DREAMS (3) 

SOUTH WEST 

ISLE OF SORCERY (1) 

SOUTH WEST 

VALLEY (9) * 

YOU ARE AT 

YOU ARE AT 

E cLSt oj Grintwircrcl ( 5 ) 

T arnirry (G) 

FACING 

POINT OF ARRIVAL 

FACING 

POINT OF ARRIVAL 

WEST 

SOUTH (11) 

WEST 

ISLE OF SORCERY (1) 

NORTH WEST 

ISLE OF SORCERY (1) 

NORTH WEST 

LAKE OF DREAMS (3) 

NORTH 

SNOW MOUNTAINS (2) 

NORTH 

VALLEY (9) 

NORTH EAST 

GREAT BOG (7) 

NORTH EAST 

RIVER (10) 

EAST 

TAMBRY (6) 

EAST 

SOUTH (11) 

SOUTHEAST 

LAKE OF DREAMS (3) 

SOUTH EAST 

BURNING WASTE (8) 

SOUTH 

VALLEY (9) 

SOUTH 

WEST OF GRIMWOOD (4) 

SOUTH WEST 

RIVER (10) 

SOUTH WEST 

EAST OF GRIMWOOD (5) 
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YOU ARE AT YOU ARE AT 


QrctLtBcrcJ- (y) BiirtvLnxy Wa^te (8) 


FACING 

POINT OF ARRIVAL 

FACING 

POINT OF ARRIVAL 

WEST 

EAST OF GRIMWOOD (5) 

WEST 

VALLEY (9) 

NORTH WEST 

TAMBRY (6) 

NORTH WEST 

WEST OF GRIMWOOD (4) 

NORTH 

LAKE OF DREAMS (3) 

NORTH 

EAST OF GRIMWOOD (5) 

NORTH EAST 

VALLEY (9) 

NORTH EAST 

ISLE OF SORCERY (1) 

EAST 

RIVER (10) 

EAST 

SNOW MOUNTAINS (2) 

SOUTHEAST 

SOUTH (11) 

SOUTH EAST 

GREAT BOG (7) 

SOUTH 

BURNING WASTE (8) 

SOUTH 

TAMBRY (6) 

SOUTH WEST 

WEST OF GRIMWOOD (4) 

SOUTH WEST 

LAKE OF DREAMS (3) 

YOU ARE AT 

YOU ARE AT 

ValLcy (y) 

Kiv-er ( io ) 

FACING 

POINT OF ARRIVAL 

FACING 

POINT OF ARRIVAL 

WEST 

GREAT BOG (7) 

WEST 

TAMBRY (6) 

NORTH WEST 

RIVER (10) 

NORTH WEST 

SOUTH (11) 

NORTH 

SOUTH (11) 

NORTH 

BURNING WASTE (8) 

NORTH EAST 

BURNING WASTE (8) 

NORTH EAST 

WEST OF GRIMWOOD (4) 

EAST 

WEST OF GRIMWOOD (4) 

EAST 

EAST OF GRIMWOOD (5) 

SOUTHEAST 

EAST OF GRIMWOOD (5) 

SOUTHEAST 

ISLE OF SORCERY (1) 

SOUTH 

ISLE OF SORCERY (1) 

SOUTH 

SNOW MOUNTAINS (2) 

SOUTH WEST 

SNOW MOUNTAINS (2) 

SOUTHWEST 

GREAT BOG (7) 


YOU ARE AT 

SoMtlv (ll) 

FACING POINT OF ARRIVAL 

WEST 

LAKE OF DREAMS (3) 

NORTH WEST 

SOUTH (11) 

NORTH 

BURNING WASTE (8) 

NORTH EAST 

WEST OF GRIMWOOD (4) 


EAST EAST OF GRIMWOOD (5) 

SOUTH EAST SNOW MOUNTAINS (2) 

SOUTH GREAT BOG (7) 

SOUTH WEST TAMBRY (6) 


54 













Keys and Boors 


KEY COLOR 

Gold 

Green 


DOORS 

tbrone room/ Gold doors in. tbe T emirs 

Memsatb 

Keeps 


Blue 

Red 

Greys 

Wbite 


— Crystal, Palace cLrcrrs 

— hLidden cLrcrrs 

— Greys cLrcrrs 

— Castle cLrcrrs 




more interesting 
Points 


At Vermillion /VLanenr you need cl miniruum of- 3 bey's to~ 
cpet inter and out erf. ybu may (re attaebedfrom within.- 
A raft may (re found at tbe scrutbwesterly ecLpe of td\e 
JLabe of'Dreams* 

are down on your [curb/ cfo and talb ter the 
Scrreeress in. tbe Crystal Palace. 

ycrcL should cemstantly ebeeb (ruildinjps fo r (rererty tven 
fyou barre emptied cl (ruiidincf it sometimes cfets 
restcrcbed with cf oodles ♦ Airways ebeeb fireplaces . 

In. exrery beep there is cl secret ways in, throuefb tbe 
chimney 


'tbe Priest can, bead your vitality paints up to 
maximum* 

After you achieae a, particular number of (rrorrery points 
you are prcLctically invincible. Only (rerwmen/ drowninef 
and biefber powers can barm you* if' your Lucb and 
vitality paints are Liffb too, try your band atfepbtincf 
tbe uncleacL under water. Its bilarierus • 


Notes 





Credit's: 

lUrns £r cuticnv (r£ BxL Kllvvz, 

/Via-p- clyuL Ccrn^eln±iv-rv KLsttmxx /VLotclLzs 
Bctct£l. cLcsixpv A^rtLstxns AJLv~ejrtis Lnxf 

S jxexiiaL T Ivairvk-S to~ 

Jim, Stelrierty T) clvtA, Jcrinxr clyvL Scur\Ji^ XVcLrchi f^ 


iJq,o8 Clvatewtrrtlv «5t v Grcun^ulcL TJjlILs/ CA cyx3q,q. 
Insist, CA (&x 8) 3Go-3y x$ / Outsit CA (Soo) ^22-20^.1 
FAX (8x8) 3Go-iq-Gq. 



